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OR COMPLETE INFORMATION ON GDC 2005 SESSIONS AND SPEAKERS, WWW.GDCONF.COM 


Welcome 





Every few years, the game industry deck gets 
shuffled. This time, the handheld cards are already 
face up on the table, some tools cards are face 

down, while others have yet to be dealt. The Game 
Developers Conference has new cards showing too, 
in that GDC 2005 will be in San Francisco, and I 
myself am new as the conference director. To 
celebrate and inform this time of transition, the theme 
for the conference is Future Vision. The concept is 

to extend the creative warp field of the GDC forward, 


and provide an environment that at once challenges 
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the status quo, and empowers you to become the next 


leaders of innovative gaming trends. 


To that end, we are debuting a brand new feature at 
Schedule-at-a-Glance 


GDC Mobile 


GDC 2005 Sticker 7 


Serious Games Summit 8 


the GDC, the Vision Track. Vision speakers include 


creative artists from the game industry, as well as 





the parallel industries of film, music, literature, and 








Game Design Track 10 design, who are uniquely positioned to anticipate the 
Programming Track le future of interactive entertainment. 
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ee ack Se: At the end of the day, our goal is to set the stage for 
. os inspiration to strik that tivity sete th 
Eirsors 2g inspiration to strike—so that your creativity sets the 
Exhibitor List ay standard for those who follow in your steps. 

Events 28 

Pass Options back cover 

Registration back cover Cheers, 

INTERVIEWS 

Clint Hocking 11 

Tim Sweeney ig 

Jamie Fristrom 14 

Atsushi Inaba ca Jamil Moledina 

Nobuo Uematsu 19 Conference Director 

Marty O’Donnell ig 

Ray Muzyka & Greg Zeschuk 14 

Eric Zimmerman 20 

FEATURE 


Livin’ La Vida Futuro 
Remington Scott 








NEW VENUE: SAN FRANCISCO 


In 2005 the GDC moves to the City by the Bay and to the new 
Moscone Center West, in the heart of San Francisco’s SOMA 
district. The venue is within walking distance to dozens of great 
hotels, restaurants, bars, the Sony Metreon, and SF Museum of 


Modern Art. To learn more, visit www.gdconf.com. 


—O 


VISION TRACK 





The Vision Track showcases insights from creative artists from a range of cultural media, 
such as film, music, design, and games discussing their visions of the future of interactive 
entertainment. Find out more about the premier lineup of speakers for this track on page e. 


GDC GLOBAL DEVELOPER PROGRAM—FOCUS ON JAPAN 


See the new initiatives the GDC has introduced this year to enhance the attendee experience 
of Japanese developers as well as expand the access Western developers have to their 


Japanese counterparts. Learn more on page 4. 


MUST ATTEND GDC EVENTS 


CONFQUEST: MASSIVELY MULTIPLAYER GDC 
Turn to page 11 to learn how the GDC will be turned 
into a real-world multiplayer role playing game. 


GDC Expo Booth Crawl 

Play CONFQUEST, enjoy cool refreshments and 
yummy treats, and mingle with the leading 
technology vendors in interactive entertainment. 
Learn more on page 28. 


Game Connection 

Back by popular demand, this two-day event will 
enable game developers and publishers to meet to 
share ideas under one roof. Find out how 

on page 28. 


7th Annual Independent Games Festival 

Play the best independent games of the year at the 
IGF Pavilion, and attend the IGF Awards Ceremony 
on Wednesday, March 9 to gain insight into the 
industry’s next major innovators. See page 28 for 
more info. 


Sth Annual Game Developers Choice Awards 
Join us on Wednesday, March J for the most 
prestigious awards event in the gaming industry. 
Visit page 11 to learn why this is a must 

attend event. 


Feeling a bit lost on the open road? Take control of your future today. 


gdconf.com 





REGISTER BY FEBRUARY 3 AT WWW.GDCONF.COM TO SAVE UP TO 30% ON THE PRICE OF GDC PASSES 
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___ PUTURE VISION DEFINED > 


7 At GDC 2005, we challenge game developers to not just | Ae ee : 
ae . anticipate the future of games, but to live it. Se ae te : 


ss Thriving in today’s interactive entertainment landscape See 
requires developers to anticipate publisher needs and ar ca 

consumer desires to produce polished games with extremely 

high production quality. At GDC 2005, you will be equipped 

with practical tools to handle these and other obstacles along 

your road, and you will be exposed to future vision catalysts— : 

empowering you to create tomorrow's game nogey. 


Future of Content 
right, Maxis 


gton Scott, Technical Director/Motion Supervisor for the film 
- Man ce & The Lord of the Rings: The Two Towers 





GDC 
ADVISORY BOARD 


Hal Barwood 
Finite Arts 


Louis Castle 
Electronic Arts 


Mark Cerny 
Cerny Games 


Doug Church 
Eidos Interactive 


Mark DeLoura 
Sony Computer 


Entertainment America 


Julian Eggebrecht 
Paciar 2 


Chris Hecker 
Definition Six 


Elaine Hodgson 


Incredible Technologies 


Rob Huebner 
Nihilistic Software 





the GDC Advisory Board, please visit: 


www.gdconf.com/contactus/advisoryboard.htm 


AUDIO VISUAL ARTS 
ADVISORY BOARD ADVISORY BOARD 
Cyrus Lum Buzz Burrowes Cyrus Lum 
Midway Games Sony Computer Midway Games 
Masaya Matsuura Entertainment America Steve Reid 
NanaOn-Sha Brian Schmidt Red Storm Entertainment 
Julien Merceron Microsoft Xbox Paul Steed 
Ubisoft Entertainment Tommy Tallarico Microsoft Xbox 
David Perry Tallarico Studios Steve Theodore 
Shiny Entertainment Rad Game Tools 
Bob Rafei Rob Titus 
Naughty Dog Naughty Dog 


Jason Rubin 
Naughty Dog 
Kathy Schoback 
Infinium Labs 


Alan Yu 
Electronic Arts 


REGISTER BY FEBRUARY 93 AT WWW.GDCONF.COM TO SAVE UP TO 30% ON THE PRICE OF GDC PASSES 
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“content i in their native = arated bad will find expanded 


= networking opportunities. These include: 


_ INCREASED TRANSLATION: Attendees will find increased 
_ complimentary translation into Japanese for key conference 


sessions and keynotes—including the Vision Track sessions— 
as well as increased translation from Japanese to English 
for all Japanese speaker sessions. 


ENHANCED ORIENTATION: GDC 2005 will offer 

a dedicated Japanese Orientation session to introduce 
Japanese attendees to the breadth of content and networking 
Opportunities at the Conference. There will also be an 
International Information Desk at the conference which 

will serve as an information destination for both Japanese 
and global developers. 


FOR COMPLETE INFORMATION ON GDC 2005 SESSIONS AND SPEAKERS, WWW.GDCONF.COM 








NETWORKING: To open communication between developers, 
the GDC is introducing a special networking event: The East 
Meets West Reception. Here Japanese attendees will be able 
to network with GDC speakers to exchange ideas on the latest 
trends and innovations in the interactive entertainment 
industry from both the Western and Eastern markets. Please 
note that admittance to this reception is by invitation only. 


BUSINESS INSIGHTS: At the GDC, Japanese developers 
will have access to the latest information about development 
and business trends in the West. The business and legal 
sessions in particular will provide insights into American 
gaming companies’ best practices and business models that 
enhance customer relationships and increase profitability. 


For more information in japanese, please visit: 
www.gdconf.com/japanese/ 


FEATURED JAPANESE SPEAKERS 


At GDC 2005, GDC attendees will be able to hear directly from the Japanese developers who are involved 
in Creating the legendary gaming initiatives that drive new trends and innovations in the industry. 


Yoshiaki Hirabayashi, Capcom 


Keita Takahashi, Namco 


Akira Yamaoka, Konami 


International Game Designers Panel 


Atsushi Inaba, Clover Studio/Capcom 


Masaya Matsuura, NanaOn-Sha 








The Art of RESIDENT EVIL 4: A Case Study 


The Near Future of Media Distribution 


Rolling the Dice: The Risks and Rewards of Developing KATAMARI DAMACY 


Gripping Game Design: The Mood and Ambience of SILENT HILL 


Toru Iwatani, Incubation Center, Namco & Tetsuya Mizuguchi, Q Entertainment 


Lessons from VIEWTIFUL JOE: Making a Creatively and Financially Successful New Game 


Interview with the Maestro: Nobuo Uematsu 
Nobuo Uematsu, Square Enix/Smile Please 





CONFERENCE AT A GLANCE 
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MONDAY MARCH 7 REGISTRATION OPEN 8:30AM-3PM 


TUTORIALS, GDC MOBILE, SERIOUS GAMES SUMMIT 
& GAME CONNECTION 10:00-6:00 


LUNCH GDC MOBILE 
1:00-2:30 RECEPTION 6:00-8:00 


TUESDAY MARCH 8 REGISTRATION OPEN SAM-4PM 
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EAST MEETS WEST 
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WEDNESDAY MARCH 9 REGISTRATION OPEN 8AM-6:30PM 


GDC CONFERENCE SESSIONS 9:00-5:00 ee cere 
5:00-6:30 
LUNCH IGF & CHOICE AWARDS CEREMONY 
1:00-2:30 & RECEPTION 6:30-9:30 


EXPO FLOOR 11:30-6:30 
EXPO SUITES 9:00-6:30 


INDEPENDENT GAMES FESTIVAL PAVILION 11:30-6:30 


THURSDAY MARCH 10 REGISTRATION OPEN 8:30AM-6:30PM 
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INDEPENDENT GAMES FESTIVAL PAVILION 11:30-6:30 


FRIDAY MARCH 11 REGISTRATION OPEN 8:30AM-3:30PM 


GDC CONFERENCE SESSIONS 3:00-6:30 
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1:00-2:30 


EXPO FLOOR 11:30-3:30 
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MONDAY, MARCH 7TH 
MOBILE VISION 


SURVEYS OF GROWTH MARKETS 

FOR MOBILE ENTERTAINMENT 

OVERVIEW: Packed with information otherwise impossible to 
find, this session hosts three executives fram countries where 
mobile games is enjoying explosive growth. 


WORLD TOUR OF MOBILE GAMES 
Matthew Bellows, Gamespot.com, David “de” Collier, Namco 


OVERVIEW: A GDCMobile favorite, the World Tour is organized 
by genre, and presents great games from around the world, and 
highlights trends in creative development that will shape what 
people play in the year ahead. 


TRACK ONE: 
MOBILE GAME DESIGN 


PSYCHOLOGY OF THE SMALL SCREEN 
Karthick Samainathan, Screenteam 


OVERVIEW: Using theories of cognitive and information science 
the attendees look at what is the best approaches of directing 
the flow of a game on a small screen. This includes the five 
mental steps that follow perception and end in execution of the 
task. The attendee will see how to guide the player through a 
screen by finding the distractions to the understanding of the 
task or the placing of distractions to make a task harder. 


A PHILOSOPHY OF MOBILE GAME DESIGN 
Matt Yaney, Sony Pictures 


EXPLOSIVE GROWTH OF MOBILE USERS, SHORT PRODUCTION 
cycles, and the variety of distribution channels means the mobile game 
sector offers major opportunities for both profit and innovation to all 
game developers. The mobile market requires the creative input from 
game developers to maintain its momentum, as the devices become 


more sophisticated, and costs and risks increase. 


Only at GDC Mobile do leaders from the mobile communications industry 

meet with the world’s best game developers. Network operators, content 
aggregators, technology and infrastructure providers, and leading game 
developers together develop effective content strategies to engage 


billions of consumers worldwide. 


TRACK TWO: 
PRODUCING GAMES FOR THE WIRELESS MEDIUM 


PRODUCING QUALITY GAMES FOR WIRELESS 
Zack Norman, JAMDAT 


WHO IS RUNNING THIS PROJECT ANYWAY? 
MANAGING DISTRIBUTED GAME DEVELOPMENT TEAMS 
Jacob Hsu, Symbio 


OVERVIEW: Potential problems in managing distributed game 
development teams and solutions and preventative measures are 
dsicussed. We will identify the issues which must be recognized 
and resolved in managing successful distributed testing projects. 


TRACK THREE: 


ROUNDTABLE DISCUSSION ON 3D 
AND MULTIPLAYER 


UNDER THE COVERS WITH MOBILE 3D 
Claude Benoit, ATI, Brian Bruning, NVIDIA, Kenneth Edwards, 
Intel, Ricci Rukavina, Disney Interactive Group 


OVERVIEW: Best practices are presented for designing a mobile 
game to take advantage of the new dynamics in mobile 3D hard- 
ware including multiple OSes, hardware configurations, and APIs. 


TALES FROM THE MULTIPLAYER FRONTIER 
Gary Ban, Summus, Robert Boehm, Exit Games, 
Brent Brookler, Mobliss 


OVERVIEW: Mobile multiplayer games are the natural next evolution 
step for mobile entertainment, but what is the best way to enter the 
multiplayer arena? Stepping into this market is easier as you may 
think, if you are prepared and keep clear of the biggest pitfalls. 


MOBILE OPERATOR SPOTLIGHT 
Jason Ford, Sprint PCS, Steve Gordon, Vodafone UK 
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O TUESDAY, MARCH 8TH 
MOBILE VISION 


THE TIPPING POINT IN WIRELESS GAMING 
Mike Yuen, Qualcomm 


OVERVIEW: Mike Yuen discusses the next evolutionary step in 
gaming cross platform design. Cross platform design repre- 
sents a new way of thinking involving the simultaneous develop- 
ment of mutually supporting features across different platforms 
(console, PC, and wireless). 


THE REALITY OF MMORPG ON MOBILE PHONES 
John Newcomber, In-Fusio 


OVERVIEW: The session explores one of the biggest challenges 
in video game development history—taking the hugely popular 
MMORPG genre and fitting the excitement and depth of mas- 
sively multiplayer games into a cell phone. 


THE NEXT GENERATION OF MOBILE ENTERTAINMENT 
Tim Walsh, THQ 


OVERVIEW: While the developing relationship between the 
consumer and content provider may be dependant on platforms, 
technology, standards and gateways, the goalposts are now in 
full view. In this session the mobile entertainment experience 

is explored from product packages to the advertainment and 
branding experience. 


ACADEMIC EXPERTS ON MOBILE GAME DESIGN 

Ruben Edwards, Paul Couton, Lancaster University, UK, 
Fernando Herrera, Marko Turpeinen, Helsinki Institute for 
Information Technology 


OVERVIEW: Drawing from this panel of academics research into 
mobile games and related fields (including PC game modding, 
mobile imaging, geocaching, Habbo Hotel, and live-action role 
playing, each presenter offers fresh perspectives to profes- 
sional game developers by presenting research findings in 
mobile gaming and mobile gaming communities. 


TRACK ONE: 
MOBILE ENGINEERING AND DEVELOPMENT 


ARCHITECTURE FOR EFFICIENT 
MOBILE GAME DEVELOPMENT 
Jyri Ranki, Sumea 


OVERVIEW: This presentation describes the architectural solu- 
tions that help to create an efficient game development process 
for mobile games. It explains the major challenges faced in 
developing games for mobile phones and how to tackle these 
problems in your architecture and development process. 


PLATINUM SPONSORS: 
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Sony Ericsson 


GOLD SPONSOR: 


® MOTOROLA 


APPLICATION OF FUZZY LOGIC FOR GAME AI 
Anna Maria Cuaresma, Aurora Wireless 


OVERVIEW: Integration of game AI to mobile games can be 
complex since mobile applications have such constraining size 
limitations. This session looks at ways to solve these difficul- 
ties by applying a behavioral algorithm using fuzzy logic for the 
game AI of a mobile car racing game. The behavioral algorithm 
is characterized as a construction of embodied computer 
agents engaged in relatively simple patterns of sensory-motor 
interaction with their environment. Fuzzy logic is the proposed 
implementation of this algorithm in the game AI since it is 
known to handle vague data such as behaviors, and it does not 
require much computational and processing power. 


TARGETING MULTIPLE MIDP DEVICES 
FROM A SINGLE CODE BASE 
Eben Upton, PodFun 


OVERVIEW: This presentation demonstrates that by choos- 

ing sensible abstractions for device-specific features and using 
freely available off-the-shelf tools such as GNU make and the GCC 
preprocessor, it is possible to generate multiple versions of a title 
efficiently from a single code base using conditional compilation. 


TRACK TWO: 
AUDIO & SOUND DESIGN FOR MOBILE GAMES 


NOVEL WAYS TO USE AUDIO IN GAMES 
Jukka Holm & Kai Havukainen, Nokia 


OVERVIEW: Audio helps to make the right atmosphere and 
emphasizes actions on the screen. Music may change between 
different parts of the game and be synchronized to the game 
events. In the case of musically controlled games, this situation 
is reversed: Game parameters are controlled by background 
music selected by the player. 


MAXIMIZING THE USE OF SOUND DESIGN TO CREATE A 
BETTER GAME EXPERIENCE IN MOBILE 
John Puterbaugh, Nellymoser 


TEN COMMON MISTAKES 
IN MOBILE DISTRIBUTION AGREEMENTS 
Vincent Scheurer, Sarasssin 


OVERVIEW: Selling a mobile game internationally usually 
requires concluding multiple distribution agreements with dif- 
ferent partners in different territories. This lecture addresses 
ten of the most common mistakes found in international mobile 
game distribution agreements. These mistakes include inaccu- 
rate calculation of download income, misunderstandings caused 
by international roaming, additional risks posed by sub-licens- 
ing, and the dangers of losing control over key intellectual 
property rights in foreign territories. 
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THE SERIOUS GAMES SUMMIT COVERS THE INTERSECTION OF 

games, learning, policy and management. Today, major corporations, 
government and military institutions, foundations, educators, and non-profits 
are turning to games and commercial entertainment technologies as a new 
approach to simulations, training, education, and other practical applications. 
The result is a new field where computer and video games are applied to 
“serious” purposes—other than entertainment. These serious applications 
to gaming represent a growing financial outlet for game developers, where 


projects can produce both economic and social returns. 


To help share current knowledge, expand communication among peers 


and advance emergent best practices, the Serious Games Summit brings 
together a premier lineup of speakers, presentations, and panels that will 


appeal to customers, developers, and evangelizers of serious games. 


SERIOUS GAMES KEYNOTE 


A THEORY OF FUN FOR GAMES 


Raph Koster 


Raph Koster presents one of the most concise and His upcoming book A Theory of Fun for Game Design 
operable definitions of “fun” while also helping suggests a novel way for designers of serious game 


attendees understand: 


» How playing a game and learning are connected 


» How brains are wired for playing games 
» Why some games are fun and others boring 


(and all interactive designers) to improve their designs 
by incorporating the highest degree of fun while also 
appreciating that fun is often rooted between the chal- 
lenge of learning something new and the pleasure of 
mastering a task—two critical goals of many 


» Why making a game too hard—or too easy— game-based learning applications. 


is a mistake 


As chief creative officer of Sony Online Entertainment, 


» Why both adults and children like to play games Raph has produced an illustrated storyboard of inspi- 


» Why games have to balance deprivation and overload, 
order and chaos, silence and noise 


» The difference between designing content and 


creating an experience 





rational ideas about how human cognition and games fit 
together naturally. He has filtered out a treasure trove 
of useful and relevant nuggets from a career’s worth of 
his own research,” says Will Wright. 








Douglas Lowenstein 





The average age of a gamer is now higher than that 
of the average age of a congressional staffer. As the 
ranks of government and non-governmental leaders 
are increasingly becoming gamers themselves, the 
impact games will have create tremendous 
opportunities in ways we're just beginning to explore. 


Drawing on his experiences from the Entertainment 
Software Association’s (the ESA) efforts and 
highlighting key demographic shifts, Lowenstein closes 
the summit with an energizing talk on how he sees the 
future of serious games and what role they can play 
both in the games industry and society at large. 


SERIOUS GAMES SESSIONS 


MAKING GAMES PERVASIVE 
IN THE ARMED FORCES AND ELSEWHERE 


TWO-DAY GAME BREAKDOWN: 
DIMENXIAN: A FIRST-PERSON ACTION 
ADVENTURE TO TEACH ALGEBRA 


SERIOUS GAMES FIVE YEARS OUT 


SUCCESSFUL SBIR/STTR/GRANT PROPOSAL 
WRITING FOR SERIOUS GAMES 


CASE STUDIES 


A FORCE MORE POWERFUL 


400 (SERIOUS) GAMES LATER: 20 GREAT IDEAS 


SERIOUS GAME DESIGNER WORKSHOP 


VSTEP EMERGENCY SIMULATIONS 


DESIGN-O-RAMA 


ECORE—INTEGRATING GAMES WITH SCORM 
AND LEARNING MANAGEMENT SYSTEMS 


ENSURING TRAINING AND COST EFFECTIVENESS 
FOR SERIOUS GAMES THROUGH PERVASIVE ASSESSMENT 


M.U.P.P.E.1.S.—TEACHING PROGRAMMING 
USING GAME ENVIRONMENTS 


SERIOUS GAMES AND THE MEDIA: 
HOW TO LEVERAGE PRESS INTEREST 
IN SERIOUS GAMES FOR YOUR PROJECT 


ROUNDTABLES 


POLITICAL/ACTIVISM GAMING 


DEVELOPING STANDARDS FOR REPORTING 
AND DATA ACQUISITION IN SERIOUS GAMES 


HOW GAMES BENEFIT THE PUBLIC AT LARGE 


SERIOUS GAMES PANELS = 


A VIRTUAL CIRCLE? HOW THE SERIOUS SPACE AND THE 
COMMERCIAL MARKET HELP EACH OTHER a 


LEGAL ISSUES, REGULATIONS, 
AND COMPLIANCE FOR SERIOUS GAMES 


ADVERGAMING FOR PRIVATE 
AND PUBLIC INTERESTS 


SHIELD OF FREEDOM (COAST GUARD TRAINING 
SIMULATION WITH DICE’S BATTLEFIELD ENGINE) 


SERIOUS GAMES KEYNOTE 


Douglas Lowenstein, president of the ESA, is the 
leader of the key government relations and public af- 
fairs organization for the games industry in the U.S. 
His daily efforts to evangelize the industry around the 
globe and specifically in Washington, D.C., have afford- 
ed him a unique vantage point from which to watch the 
use of games in disciplines outside of entertainment. 
As the ESA works to help ensure a healthy 
understanding of games and the industry, and 

protect the creative environment it represents, it is 
increasingly a key ally in promoting the incredible 
power games represent as major media form. 
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(: Do you think that 
solid scriptwriting could 
elevate videogames beyond 
the scope of mere enter- 
tainment in the eyes of 
mass media? 


No. The reason is that 
scriptwriting is not central 
to games, and something 
that is not central is 
probably not capable of 
affecting a fundamental 
change in perception. 

The central element of 
games is interactivity, and 
the only way to elevate 
games to the level of more 
expressive media is to do 
it through interactivity. 


I often feel a need to 
distinguish between script 
and story, and the distinc- 
tion is important here. Story 
is concept, and pretty nearly 
anyone can imagine a good 
story. Script is the written 
execution of the story, and 
virtually no one can write a 
good script. For a very long 
time a lot of focus has been 
on script, and many a well- 
executed script has been 





CREATING COMPELLING, IMMERSIVE GAMES REQUIRES 


understanding, visualizing, demonstrating, and tuning the interactions of an 


ever-increasing number of game tools and systems. While game designers 


need to understand and exploit the possibilities of new technologies such as 


realistic physics, facial expressions, and lighting techniques; they must also 


continue to master the traditional disciplines of drama, gameplay, and psy- 


chology. The Game Design Track explores the challenges and ramifications of 


the interaction between new technologies and established techniques. 


able to cover-up a 
not-so-hot story. Butina 
game, the script is extremely 
fragmented and malleable in 
the hands of the audience. 
This radically undercuts the 
power of script, and moves 
the importance back up to 
story. A bad script can still 
do a lot of damage, but a 
good script isn’t going to 
save you if your story is 
weak or poorly constructed. 


An interactive story is con- 
siderably more complex than 
a traditional non-interactive 
story. While you may have 
hundreds, or thousands, or 
even millions of permuta- 
tions in a script, you will 
tend to have a manageably 
small number of permu- 
tations in an interactive 
story—maybe on the order 
of dozens. A non-interactive 
story, even a highly experi- 
mental, dense, post-mod- 
ernist piece that is inten- 
tionally opening itself up to 
audience interaction will not 
handle anywhere near this 
complexity of form. 


CLINT HOCKING, UBISOFT ENTERTAINMENT 


Q: How is your writing 
methodology different 
from the classic 
videogame model? 


Call me a traditionalist, but 
I try to start with charac- 
ter. Since I know who the 
protagonist is, I have little 
choice but to start by 
defining the antagonists. 
Who are they? Where do 
they come from? What do 
they care about? Most im- 
portantly, why are they the 
antagonist—what is it that 
motivates them to oppose 
the player, and how do they 
draw the player into the 
central conflict? On the low 
level, certainly the game 
defines a lot of the meth- 
ods of the antagonists. The 
central conflict is often as 
simple as the next lava pit 
that needs to be crossed. 
But that lava pit will feel 
like it could just as easily 
have been a black hole ora 
pit full of vipers if it is not 
somehow motivated from the 
character of the antagonist. 
By developing compelling 


and complex antagonists, 
we define by contrast the 
character the player is 
playing. 

It also helps me tremen- 
dously to focus on groups of 
antagonists, as well as the 
supporting characters and 
their personalities and mo- 
tivations. A story is always 
richer and more compel- 
ling when there is conflict 
between multiple characters, 
traditionally B plots and C 
plots. Since the player often 
only plays one character, I 
have a much higher degree 
of control over the actions 
that the non-player charac- 
ters take amongst them- 
selves. This kind of story 
telling can provide a lot of 
depth, and, just as the juxta- 
position of antagonist/player 
defines character through 
contrast, the subplots 
between the supporting 
characters reveals charac- 
ter through relief—it brings 
out subtlety and nuance, and 
adds layers of meaning to 
the player’s actions. 









© GAME DESIGN SESSIONS 


A PRACTICAL GUIDE 
TO THE HERO’S JOURNEY 
Bob Bates, Bobbates.com 


ADVANCED MMOG ECONOMIES 
Derek Licciardi, Elysian Productions 


ATTACK OF THE DESIGN DIRECTORS! 
Brian Allgeier, Insomniac Games 


BEFUDDLEMENT IN ACTION: 
CLASSIC USABILITY PROBLEMS 
IN GAMES AND HOW TO AVOID THEM 


Tom Lorusso & Ramon Romero, Microsoft 


COMPETITIVE AND PVP SYSTEMS 
IN MASSIVELY MULTIPLAYER GAMES 
Damion Schubert, Wolfpack/Ubisoft 


DECONSTRUCTING SAM: NARRATIVE 
IN THE SPLINTER CELL TRILOGY 
Clint Hocking, Ubisoft 


DESIGNING THE AAATITLE : 
LETTERS FROM THE TRENCHES 


E. Daniel Arey, Naughty Dog 


DISSECTING INTERACTIVE DESIGN 
Cliff Bleszinski, Epic Games 


EXPERIMENTAL GAMEPLAY 2005 
Jonathan Blow 


EFFECTIVE QUEST DESIGN 
IN MMORPG ENVIRONMENT 
GyuhwanOh Oh & Ju Young Kim, Nexon 


FABLE: LESSONS LEARNED 
Peter Molyneux, Lionhead Studios 


FUNDAMENTALS OF 
REAL-TIME CAMERA DESIGN 


Mark Haigh-Hutchinson, Retro Studios 


GAME DESIGN ATOMS: CAN GAME 
DESIGNS BE DIAGRAMMED? 
Raph Koster, Sony Online Entertainment 


GAME DESIGN CHALLENGE: 

THE EMILY DICKINSON LICENSE 

Eric Zimmerman, gameLab, 

Peter Molyneux, Lionhead Studios, 

Will Wright, Maxis, Clint Hocking, Ubisoft 


GAME DESIGN TO 

ENHANCE VIRAL MARKETING 
Gordon Walton, 

Sony Online Entertainment 


GAMEPLAY MOVES FORWARD 
INTO THE 21ST CENTURY 


Peter Molyneux, Lionhead Studios 


GRIPPING GAME DESIGN: THE MOOD 
AND AMBIENCE OF SILENT HILL 
Akira Yamaoka, Konami 


HOW CAN MMOS DEVELOP 
MASS APPEAL IN THE US? 


Rich Vogel, Sony Online Entertainment 


INTERACTIVE NARRATIVES REVISITED: 
TEN YEARS OF RESEARCH 
Ernest W. Adams 


INTUITION AND INTELLECT: 
DECONSTRUCTING THE DESIGN 
OF OASIS 


Marc LeBlanc 


MANO A MANO: A PRIMER ON 
MELEE COMBAT IN VIDEOGAMES 


Luis Barriga, Turbine Entertainment 


NAVIGATING THE MINEFIELDS: 
MILITARY ACCURACY 
IN TACTICAL SHOOTERS 


Christian Allen, Red Storm Entertainment 


PERSISTENT VERSUS 

INSTANTIATED SPACES: 

THE GREAT ONLINE GAME DEBATE 
Anthony Castoro, Verant Interactive, 
Jack Emmert, Cryptic Studios, 

Mark Jacobs, Mythic Entertainment, 
Raph Koster, Sony Online Entertainment, 
Starr Long, NCsoft 


PITFALLS OF THE 
WORKING LEAD DESIGNER 
Michael Fitch, Red Storm Entertainment 


SEXUALITY IN GAMES: 

WHEN IS IT APPROPRIATE? 

Brenda Brathwaite, Cyberlore Studios 
Sheri Pocilujko, Incredible Technologies 


PLAY CONFQUEST: MASSIVELY MULTIPLAYER GDC 
MOSCONE WEST, MARCH 9-11, 2005 
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STORYTELLING ACROSS GENRES: 
BIOWARE'S PERSPECTIVE 
Greg Zeschuk & Ray Muzyka, Bioware 


THE FUTURE OF CONTENT 
Will Wright, Maxis 


THE WORKING GAME DESIGNER 
Noah Falstein, The Inspiracy 


TUNING THE IMPOSSIBLE: HOW TO 
SET DIFFICULTY LEVELS IN MMOS 
Andrew Tepper, eGenesis 


WEB-BASED GAMES ROUNDTABLE 
Brian Robbins, Fuel Industries 


WHAT DESIGN? DESIGN 
COMMUNICATION METHODS 
THAT WORK 


Carl Schnurr, Microsoft Game Studio 


WHOSE DESIGN IS IT ANYWAY? 
GAME DESIGNERS AND 
DEVELOPMENT TEAMS 


David Wessman, Volition 


WHY ISN'T THE GAME INDUSTRY 
MAKING INTERACTIVE STORIES? 


Andrew Stern, Zoesis, Michael Mateas, 


Georgia Institute of Technology, 
Peter Molyneux, Lionhead Studios, 
Warren Spector, Ion Storm, 

Neil Young, EA LA 


WHY WE PLAY GAMES TOGETHER: 
THE PEOPLE FACTOR 
Nicole Lazzaro, XEOQDesign 


WIRING NARRATIVE INTO PLAY: 
A PRACTICAL PRIMER 


al Barwoad, Finite Arts 


marine, geriatric wizard, tough guy, and other clichés from the 
wncid. at sua mad ache You will then work with other players 
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Q: How do you think 
the PC and console markets 
are different these days, 
now that both are 
online-capable? 


Console gaming has evolved 
into a far more open-ended 
and social experience than 
it was in the past. Online 
play, downloadable content, 
and persistent player 
identity are just the first 
step. What's next? 
User-made content online, 
user-run communities, and 
@ greater integration be- 
tween consoles and 
personal computers. 


This time around, console 
gaming is the number one 


AS PLATFORMS MATURE AND GIVE WAY TO NEW ONES, 


it takes more effort than ever to produce a game that will capture 


the attention of the public and press. The Programming Track 


focuses on the challenges facing game developers working in 


today’s market: mature consoles, new handhelds, a highly 


competitive sales environment, and increased demand for very high 


production values in games; and prepares programmers for the 


technology of the next generation. 


TIM SWEENEY, epic GAMES 


focus for about 90 percent 
of game developers, even 
for companies like ours 
whose historic roots were 
in PC gaming. Once your 
console is online-capable, 
upgradeable, and capable of 
playing downloaded content, 
I don’t think we can view 

PC gaming as a different 
market. Most top games 

will be designed for multiple 
console platforms and will 
also ship on PC. 


Q: Unreal Tournament 

is headed to arcades in 
Japan—do you think there's 
any room for a revitalized 
arcade industry? 


I was 10 when arcades 
peaked in popularity, so I 


have a lot of nostalgic 
memories about that 

era. But that business died 
because there weren't 
sufficient economies of scale 
to support the increasing 
development costs. Console 
and PC gaming destroyed 
arcade gaming, and 
rightfully so. 


But if you've visited the 
Internet cafes in Seoul, 
Beijing, or the other major 
Asian cities, it’s clear that 
social gaming environments 
are newly thriving. Now it’s 
built around online PC and 
console gaming, using the 
same games that are widely 
available in stores. This is 

a far better model than 


building a huge custom 
piece of hardware fora 
single game. 


Q: Do you feel as though 
the ethics involved in first 
person shooters are 
different/more heavily 
scrutinized when compared 
to other videogames? 

If so, how do you address 
this in development? 


We make the sort of games 
that we ourselves enjoy 
playing, and then clearly 
label them so that a 
customer or a parent can 
make an informed decision 
before purchasing it. 








A CASE FOR MESSAGE 
PASSING ARCHITECTURES 


Dave Weinstein, Red Storm Entertainment 


ADVANCED REAL-TIME RENDERING: 
BEYOND REFLECTANCE 

Dan Baker, Microsoft, 

Naty Hoffman, Naughty Dog, 
Peter-Pike Sloan, Microsoft 


ADVANCED STENCIL SHADOW 
AND PENUMBRAL WEDGE RENDERING 
Eric Lengyel, Naughty Dog 


AI FOR ADAPTIVE OPPONENTS, 
TEAMMATES AND NPCS 


Michael van Lent, USC/ICT 


AI LEARNING TECHNIQUES 
FOR COMPUTER GAMES 


John Laird, University of Michigan, 
Michael van Lent, USC/ICT 


AN ORWELLIAN APPROACH 

TO AI ARCHITECTURE 

Igor Borovikov, 

Sony Computer Entertainment America 


AUTOMATED TESTING 

IN THE GAMING INDUSTRY 

John Bartkiw, Jonathan Burns, 
Steve Dolan, Microsoft Game Studio 


CONTINUOUS COLLISION 
DETECTION OF GENERAL CONVEX 
OBJECTS UNDER TRANSLATION 
Gino van den Bergen, 

Playlogic Game Factory 


DATA-DRIVEN PROGRAMMING 
MADE EASY 


Eric Malafeew, Harmonix Music Systems 


DYNAMIC WAYPOINTS, OBJECT GROUPING, 


AND OPTIMAL COVER POSITIONS: 
MAKING NPCS NAVIGATE AND HIDE 
BEHIND COMMON COLLIDABLES 
Michael Delp, WXP 


EFFECTIVE USE OF OPENMP IN GAMES 
Pete Isensee, Microsoft 


EFFICIENT PROXIMITY MAPPING IN 
HIGHLY DYNAMIC ENVIRONMENTS 
Andrea Pessino, Ready At Dawn Studios 


EMBODIED AUTONOMOUS AGENTS 
Bryan Stout 


EYETOY: ANTIGRAV: TALES OF WOE 
Eran Egozy, Harmonix Music Systems 


FAST, YET STILL REALISTIC DEFORMA- 
TION AND FRACTURE CREATION 

James O’Brien, 

University of California, Berkeley 


© PROGRAMMING SESSIONS 


GAME TECHNOLOGY AND CONTENT 
CREATION FOR THE NEXT GENERATION 


Tim Sweeney, Epic Games 


KILLZONE’S AI: DYNAMIC 
PROCEDURAL COMBAT TACTICS 


Arjen Beij, Remco Straatman, 
William van der Sterren, Guerrilla 


MANAGING COMPLEXITY 
IN THE HALO 2 AI SYSTEM 
Damian Isla, Bungie Software 


METHODS FOR MOTION DATABASES: 
AUTOMATED SEARCH AND 
PARAMETERIZATION 


Lucas Kovar, & Michael Gleicher, 
University of Wisconsin 


MOVING BEYOND RAGDOLLS: 
GENERATING VERSATILE HUMAN 
BEHAVIORS BY COMBINING MOTION 
CAPTURE AND CONTROLLED 
PHYSICAL SIMULATION 

Michael Mandel, 

Carnegie Mellon/Apple Computer 


NEW SIMULATION ARCHITECTURES AND 
ALGORITHMS FOR GAMES PHYSICS 


Michael Lin, Reality Matrix 


NUMERICAL ROBUSTNESS FOR 
GEOMETRIC CALCULATIONS 


Christer Ericson, Sony Computer Entertainment 


OPTIMIZED DATA DESIGN ON CONSOLES 
Mike Acton, Sammy Studios 


PARACHUTE PANTS AND DENIM 
DRESSES: TAKING REAL-TIME 
CLOTH BEYOND CURTAINS 


Andrew Meggs, Mythic Entertainment 


PHYSICS IN PARALLEL: SIMULATION 
ON 7TH GENERATION HARDWARE 


David Wu, Pseudo Interactive 


PRACTICAL IMPLEMENTATION 
OF SH LIGHTING AND HDR RENDERING 
ON PLAYSTATION 2 


Tatsuya Shoji & Yoshiharu Gotanda, 
tri-Ace Inc. 


PSP LAUNCH POSTMORTEM: 
A TALE GF TWO PSP TITLES 


Matt Conte & Brian Osman, Vicarious Visions 


RECREATING THE LAN PARTY ONLINE: 
THE NETWORKING AND SOCIAL 
INFRASTRUCTURE OF HALO 2 


Chris Butcher & Bart House, Microsoft 


SO YOU NEED A BETTER 
TOOLS/TECHNOLOGY GROUP? 


Ned Lerner, Sony Computer Entertainment 


SOPHISTICATED REAL-TIME MACHINE 
LEARNING ON TODAY'S CONSOLES 
John Funge & Xiaoyuan Tu, iKuni a 


SPIDER-MAN 2 DS LAUNCH: DOUBLE TH 
SCREENS AT HALF THE DEVCYCLE! — 
Brent Gibson & Jan-Erik Steel, = 
Vicarious Visions Fa 


TECHNICAL ISSUES IN a 
TOOLS DEVELOPMENT , 
John Walker, High Voltage Software 


THE BREW BAG OF TRICKS * ; 
Guido Henkel, G3 Studios i - 


THE CTOS TALK = 
Adam Billyard, Criterion Software, im 
Doug Church, Eidos Interactive, — 
Scott Cronce, Electronic Arts, 
Paul LeFevre, Midway, = 
Ned Lerner, Sony Computer _ 
Entertainment America, = 
Chris Satchell, Microsoft Game Studios 
THE AGE OF EMPIRES 3 a 
GRAPHICS ENGINE gy 
Dave Pottinger, Ensemble Studios a 


THE FUTURE OF CURVED SURFACES 
Jim Van Verth, Red Storm Entertainment — 


> 


THE PICTURE WORTHATHOUSAND—y 
BUGS: ASYSTEMFOR RIGGING 
COMPLEX GAME MISSIONS = 


Bruce Oberg, Sucker Punch Productions _ 


TONE REPRODUCTION IN REAL-TIME e 
RENDERING ENVIRONMENTS . 
Erik Reinhard & Sumanta Pattanaik, Ei 
UCF School of Computer Science “2g 


UNDERSTANDING THE PLAYER: NATURAI AL 
LANGUAGE PROCESSING FOR GAMES | 
Andrew Stern, Zoesis & Michael Mateas, | 
Georgia Institute of Technology 


PAP 


WHAT ABOUT FLASH? CAN YOU : 
REALLY MAKE GAMES WITH IT? “i 


Scott Bilas, Oberon Media ls 

Sie. 
WHY YOU SHOULD HAVE PAID = 
ATTENTION IN MULTIVARIABLE - 
CALCULUS 


Chris Hecker, Maxis/definition six 


USING A GOAL/ACTION ARCHITECTURE 
TO SUPPORT MODULARITY AND 
LONG-TERM MEMORY IN AI BEHAVIORS 
John Abercrombie & Marc Atkin, 
Irrational Games ay 


YOU'RE LOOKING FOR WHAT? FUZZY 
SEARCHES AND TAG DATABASES = 
Chris Carollo 7a 








(: What are the most 
important design concepts 
that are going to be 
expanded on in the next 
5-10 years? 


Seamless, continuous 
worlds. I think we’re going 
to see fewer and fewer 
games that are broken up 
into discrete levels and 
more games that follow the 
model given to us by the 
ZELDAS and METROIDS and 
GTAS. With these titles, 
you're not just playing a 
game; you’re in a world. 
Also, the limits are less 
artificial: no doors 
mysteriously locking behind 
you, no fences that you 
can't jump. Again, fewer 
reminders that you're “just” 
playing a game. And when 
the games manage to get 
rid of load times (or cleverly 
conceal them like METROID 
PRIME) that’s icing on the 
cake: nothing interrupts 
your experience. We'll start 
seeing this mechanism 
across genres: strategy 
games, racing games, and 
first-person shooters, for 
example, will all adopt it. 
Also, the technology will 


GAME PRODUCTION VALUES ARE AT AN ALL TIME HIGH, AND THE 


demands upon game producers continue to grow. Producers must manage 


expanding development teams, skyrocketing budgets, larger games, anda 


growing global market to create games that stand out from the crowd and 


find an audience. Production Track sessions continue to offer proven tools 


and techniques to take a project from pre-production to shipping, on time 


and under budget. This track will help tighten a producer’s focus by looking 


more clearly at the market and the resources needed to put out these games. 


JAMIE FRISTROM 


improve: going from 
exteriors to interiors and 
back will become less clunky; 
we may start randomly 
generating some of the 
environment; levels of detail 
will change less abruptly. 


Q: How much did the 
success of Spider-Man 

as a movie contribute to its 
SUCCeSS as a game, in terms 
of story and gameplay? 


Pure dollars-wise, the suc- 
cess of the first movie had a 
provably huge impact on the 
sales of the first game: we 
can tell, because Neversoft 
did a SPIDER-MAN game 
that was considered by the 
critics to be better than 
ours, and yet that first, 
arguably better game, didn’t 
sell nearly as much—even 
though its platform, the 
original PlayStation, had a 
much larger installed base. 
Clearly the mindshare the 
movie created was more 
important than the 

quality of the game, 
although it didn’t hurt that 
the games are good. 


But when talking about 
story and gameplay, things 
get murky. The Spider-Man 


movies do have elements 
that lend themselves 
particularly well to 
videogames—the action, 
the swinging, the setting, 
the characters. Were those 
elements what made the 
movies successful—in terms 
of sales? Hard to say. Did 
they help sell the games? 
Hard to say. 


If we stop talking about 
monetary success, and are 
talking aesthetic success: 
for me, one of the reasons 
the games work--and our 
second game works better 
than our first—is because 
we've managed to take 
these highly visual, 
cinematic elements and 
bring them over to the 
consoles. Cinematic 
elements, mind you, that 
haven't been seen in 
videogames before: we've 
never been able to swing 
hike SPIDER-MAN before, 
we've never been able to 
explore Manhattan like this 
before. Being the first to 
bring something from films 
to videogames counts for a 
lot, even if it doesn’t have 
a known brand associated 


with it: look at the bullet 
time in MAX PAYNE or the 
Omaha beach level from 
MEDAL OF HONOR—these 
games would have probably 
sold even better if they were 
called The Matrix and 
Saving Private Ryan, but 
they still sold very, very 

well as it was. 


Q: What's the most 
difficult part of managing 
a game development team? 


The estimation of both of 
software and design. “How 
long is it going to take to do 
this thing that we've never 
done before?” “How long is 
it going to take to make this 
fun?” Even estimating art 
is hard, because you never 
know how much downtime 
the artists are going to have 
because the new pipeline 
for your cutting-edge game 
isn’t solid yet. We have a 
whole bag of techniques for 
getting the estimates right; 
we do it better with every 
game we make; and still we 
end up needing to crunch 
for months at the end of 
the project. 





O PRODUCTION SESSIONS 


ADOPTING MIDDLEWARE: 
WHAT'S HOLDING US BACK? 
Noel Llopis, Sammy Studios 


AGILE METHODOLOGY AND SCRUM 
IN GAME DEVELOPMENT 


Clinton Keith, Sammy Studios 


BLIND MAN’S BLUFF: 

USING AUTOMATED METRICS 
TO UNDERSTAND DEVELOPMENT 
PROGRESS AND QUALITY 

Dean Margerison, Dekam 


BONUS OR BOGUS: WORKING WITH 
HOLLYWOOD PRODUCTION COMPANIES 


Rosanna Sun, Velvetelvis Studios 


BUG REPORTING: 
A CALL FOR STANDARDIZATION 
Sheri Pocilujko, Incredible Technologies 


EVERQUEST: SIX YEARS LATER, 
LESSONS LEARNED FROM 
A LIVE TEAM 


GHOST REDUX: GHOST RECON 2 
PRODUCTION CHALLENGES 
FOR XBOX 

Heather Chandler, 

Red Storm Entertainment 


KEY PROJECT MANAGEMENT 
BEST PRACTICES 


Dylan Miklashek, THQ 


MANAGING THE Q/A PROCESS 


Chuck McFadden, 
LucasArts Entertainment 


MOBILE GAMES DEVELOPMENT: 
TRICKS OF THE TRADE 


Mitch Lasky, JAMDAT Mobile 


OVERCOMING THE CHALLENGE 

OF MAKING A CREATIVELY AND 
FINANCIALLY SUCCESSFUL NEW GAME 
Atsushi Inaba, Clover Studios/Capcom 


PRODUCTION AND PRODUCERS: 
HOLLYWOOD JOINS THE GAME 





SINGSTAR: TAPPING THE MASS 
MARKET THROUGH SMART LICENSING 
AND DESIGN 

Dave Ranyard & Sergio Pimentel, 

Sony Computer Entertainment Europe 


STRIKE TEAMS: 
CROSS DISCIPLINE SAVIORS 


Starr Long, NCsoft 


THE EARLY MONTHS OF SPIDER-MAN 2: 
USING PREPRODUCTION TO 

INVENT GAMEPLAY 

Jamie Fristrom, Treyarch 


TOP TEN DIRECTOR 
OF TECHNOLOGY LIST 


Rich Moore, Electronic Arts 


USES AND MISUSES OF MIDDLEWARE 
Marg Singer, Redstorm Entertainment 


WAR AGAINST THE LAMERS: 
HOW DEVELOPERS CAN FIGHT 
MULTIPLAYER CHEATING 


Robert Pfister, 
Sony Online Entertainment 


GAINING GROUND ON THE 
DEVELOPMENT OFA 
GOD-SIZED DESIGN 

Chris Millar, Lionhead Studios 





Q: Do you think today’s 
audience is happy to buy a 
game that plays in 2D when 
there are also 3D games 
available? 


Personally I do not think the 
whole 2D versus 3D thing 

is a big issue. I think it is 
more important that a game 
is actually fun than to just 
necessarily appear ina 3D 
world. 


Kelly Turner, Eidos 


Jeff Morris, Epic Games 


PUZZLE PIRATES: LESSONS 
FROM AN INDIE MMOG 


Daniel James, [hree Rings 


(): Is it difficult to 

create a game that will 
both be a mainstream title 
in Japan and in America? 
Did you consider the 
American market when 
making the VIEWTIFUL 

JOE series? 


The differences between 
the American and Japanese 
markets are more distinct 
now, so yes, itis a bit 


ATSUSHI INABA, CLOVER STUDIO, CAPCOM 


difficult to create a title that 
will be mainstream in both 
territories. However, our 
basic goal is to create great 
games that will transcend 
this challenge, so we do not 
really consider this an issue 
or goal in the actual design. 


Q: What about the next 
generation hardware 
console technologies makes 
you most excited? 


I think both consoles and 
portables have their own 
uniqueness and are both 
great technologies. I think in 
the future, portable systems 
will take the place that 
current consoles fill, and the 
new consoles will take ona 
new role. 
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ART CONTENT CREATION FOR THE 
NEXT GENERATION UNREAL ENGINE 


Jerry O'Flaherty & Pete Hayes, 
Epic Games 


ART LEADS AND THE 
PEOPLE WHO HATE THEM 


Doug Oglesby, Red Storm Entertainment 


CHARACTER RIGGERS COOKBOOK 
Stephen Theodore, Rad Game Tools 


CINEMA QUALITY FACE 
ANIMATION USING BONES 
Nicholas Zeman, 

Sony Computer Entertainment 


COMPOSITION & SEQUENTIAL 
STORYTELLING: USING FILM 
LANGUAGE FOR FMV SEQUENCES 
Justin Evans, Mystic Arts 


CONCEPTS & ANIMATING 

SAM FISHER: THE CHAOS THEORY 
Eric Bibeau, Gilles Monteil, 

Ubisoft Entertainment 


VISUAL ARTS SESSIONS 


game artin new directions. 


CREATING AND DEPLOYING 
REAL-TIME SHADER EFFECTS 

IN A GAMES PRODUCTION PIPSELINE 
Alexandre Jean Claude, Softimage 


FEATURE FILM PERFORMANCE 
ANIMATION AND DIGITAL HUMAN 
ACQUISITION FOR NEXT 
GENERATION GAMES 


Remington Scott 


HELPER JOINTS: ADVANCED 
DEFORMATIONS ON 

RUNTIME CHARACTERS 

Jason Parks, 

Sony Computer Entertainment of America 


INTERFACE DESIGN: 
DON’T MAKE THEM THINK OR READ 
Brent Fox, Wahoo Studios 


LEAD ARTISTS/ART 
DIRECTORS ROUNDTABLE 


seth Spaulding, Cyberlore Studios 


NORMAL MAPPING 
PRODUCTION TECHNIQUES 


THE FOCUS OF GAME ART IS SHIFTING FROM SIMPLY ATTAINING 
the best possible production quality to exploring new ideas and art 
styles that allow a game to stand out from the competition. In parallel, 
Visual Arts in the game industry has grown incredibly complex. 

The Visual Arts Track provides longer format classes to allow 
speakers the time to walk attendees step-by-step through the latest 
tools and techniques. Each class will be self-contained to provide 


the specific practical knowledge of advanced techniques to take 


NORMAL AND DISPLACEMENT MAP, 
SITTING IN A TREE 
Matthias Worch, Factor 5 


RAISING THE BAR 
ON IN-GAME ANIMATION 


Jeremy Cantor, Sony Imageworks 


STRATEGIES AND TECHNIQUES 
FOR REAL-TIME SHADERS 


THE IMPORTANCE OF EYES: 
YOU CAN'T MOCAP A SOUL 
Ed Hooks 


THE ROAD TO VICTORY: 
PROCEDURAL MODELING 

FOR EA SPORTS’ NASCAR THUNDER 
Wesley Grandmont III, 

Electronic Arts, Tiburon 


BEST PRACTICES FOR GAME 
LIGHTING WITH MAYA 


UNDER THE HOOD OF ALIAS 
MOTIONBUILDER—SECRETS OF 
MAXIMUM PERFORMANCE | 










BY REMINGTON SCOTT 


Future Vision is a term 

I believe has been a 
recurring theme in my 
professional life. I’ve always 
been striving to create the 
most realistic visual 
experience, whether in 
interactive or film, and feel 
that I have been able to 
hone in on technologies that 
impact the industry. I feel 
my strength is in having a 
creative vision and then 
finding the tech that will 
make the vision possible. 


In 1986, while still in High 
School, I co-created the 
first digitized home video 
game, WWF: SUPERSTARS 
OF WRESTLING with Mike 
Riedel. At that time video 
Qame graphics were 
animated blips and pixelated 
block characters, and we 
wanted to see more 
realistic animation. The 
game was moderately 
successful and spawned 
match disks, however crude 
the technology was. A few 
years after, companies 

like Acclaim made hundreds 
of millions on digitized 
games MORTAL KOMBAT 
and NBA JAM. 


That was not a coincidence, 
by the way. Though we 
were just 2 guys developing 
games in our mom's attic, 
we lived in Long Island, NY 
just a few minutes from 
where Acclaim established 
it's corp headquarters. 


They had seen our games 
and we talked with them 
about the technology and 
how it would make games 
more realistic. 


I was an early adopter of 3D 
animation. I joined Acclaim’s 
Advanced Technology Group 
and was a director of a 
technology that we believed 
would give a greater realism 
to the animation of digital 
characters. This obscure 
technology was used in the 
medical industry to analyze 
joint rotations—it was 
motion capture. At Acclaim 
we built the first motion 
capture facility dedicated 
for entertainment purposes. 
We took it out of the medical 
industry and created 
production proven 
techniques, software and 
methodologies that are still 
being used today. It was 
there, around 1994, that 

I first believed we could 
make realistic 3D computer 
animated feature films with 
this technology. (This was 
just around the time when 
Jurassic Park came out and 
everyone was thinking 
“realistic dinosaurs”. ) 


Within a few years (though 


everyone in the visual 
effects industry was 
convinced realistic digital 
humans were beyond their 
reach), I was recruited 

by Hironobu Sakaguchi, a 
visionary game designer, 


to create realistic 

digital humans for Final 
Fantasy: The Spirits 
Within. Because of 
Sakaguchi san I was the 
first director of motion 
capture for a feature film. 
What I found most 
impressive and inspiring 
was that it was a game 
designer who was leading 
the aesthetic way for digital 
humans in feature films. 
That an outsider of the film 
industry was the one to 
have vision to say, “Yes 

we can do this.” 


When Final Fantasy was 
theatrically released, I had 
the opportunity to be on the 
press tour and talked about 
how the technology is more 
that motion capture, it’s 
performance capture. That 
this will change the way 
actors work, how they can 
play anyone beyond typecast 
because we’re recording 
their essence, and not their 
look. This has recently been 
the source of much of the 
attention around the film 
Polar Express. Tom Hanks 
and Bob Zemeckis have 
embraced the technology 
because they see how it 
can be used in a creative 
environment. 
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I believe thatthe = 
interactive industry will — 
make many leaps with | 
technology in the tute re 
however the big steps w 
be creating emotionally — 
realistic characters wine ~ cs oe - 
we canrelatetoonahuman —> 
level. Though VFX, 
explosions and blowing 
stuff up will always be a 
part of the sell, the 
evolution of interactive 
towards a richer film-like 
experience will hinge on the 
believability of character 
and the emotional bond with 
the player. If we believe 
they’re real, the stakes 
become that much greater. 











AUDIO SESSIONS 


ADAPTIVE MUSIC JAM 

Jason Booth, Turbine Entertainment, 
Chuck Doud, Sony Computer 
Entertainment America, 

Guy Whitmore, Music Design Network 


AUDIO IMPLEMENTATION 
METHODOLOGIES 

Marc Schaefgen, 
Inevitable Entertainment 


AUDIO PRODUCTION FOR HALO 2 


Marty O'Donnell & Jay Weinland, 
Microsoft 


BREAKING THE MOLD: 
AUDIO INNOVATION IN 
DOWNLOADABLE GAMES 
Michael Sweet, AudioBrain 


CAREER DEVELOPMENT: 

IN-HOUSE, FREELANCE, OR PART 

OF AN AUDIO PRODUCTION COMPANY? 
Simon Amarasingham, dSonic, 

John DeBorde, Chris Hegstrom, 
LucasArts, Don Veca, Jerome Rossen, 
Freshmade Music 


COVERING YOUR ASSETS: 
BACK-END MUSIC ROYALTIES 


Shawn Le Mone, ASCAP 


GAMES ROUTINELY INVOLVE THE SCRIPTING AND EDITING OF 40,000 


game audio to new heights. 


EVERYTHING YOU NEED TO KNOW 
ABOUT COPYRIGHT, PERFORMANCE 
RIGHTS, AND MUSIC PUBLISHING 
Jim Charne, Law Offices James Charne 


HOW TO PRODUCE AND PROMOTE 
A GAME SOUNDTRACK ALBUM 
Rod Abernethy, Rednote Audio, 
Chuck Doud, Sony Computer 
Entertainment America, 

Marty O'Donnell, Microsoft 


EXPERT EARS FOR THE GAME PIONEER 
Jack Buser, Dolby Labratories 


GAME AUDIO: ARE WE DONE? 
GAME AUDIO INTO THE FUTURE 
Brian Schmidt, Microsoft 


INTELLIGENT GAME AUDIO MIXING 
AND AUTOMATION 


Scott Selfon, Microsoft 


MOBILE PHONE AUDIO 101 
FOR PRODUCERS 


Devin Maxwell, LoudLouderLoudest Music 


MY AMP GOES UPTO 11: 
AUDIO REFERENCE LEVELS 
AND DYNAMICS IN GAMES 


Mark Tuffy, THX 


SCREAM: A USERS PERSPECTIVE 
Dave Murrant, Sony Computer 
Entertainment America 


lines of dialog, multiple variations of orchestral scores and sound effects with 
real-time controls. This requires a unique fusion of craft and technology, and 
is shared by musicians, sound designers, programmers, and game designers. 
From sessions designed to polish the skills of a veteran composer to case 
studies that shed light on programming techniques and tools that bring those 


compositions to life, the Audio Track offers real world information to take 


TALK DIRTY TO ME: 

VO FOR LEISURE SUIT LARRY 
D. Chadd Portwine, 

High Voltage Software 


TECHNIQUES FOR FIGHTING 
REPETITION IN GAME AUDIO 
Scott Selfon, Microsoft 


THE CHANGING LANDSCAPE OF MUSIC 
BUSINESS ISSUES FOR GAMES 


Rich Goldman, Riptide Music 


THE NEXT BEST THING TO BEING 
THERE: CREATING AMBIENCE AND 
IMMERSION IN GAMES 

Chuck Russom, Julian Kwasneski, 

The Sound Department, 

Dave Murrant, Sony Computer 
Entertainment America, Marc Schaefgen, 
Inevitable Entertainment 


VOICE-OVER AND THE 

ART OF HOLLYWOOD 

Greg deBeer & Dave Murrant, Sony 
Computer Entertainment America 


WHAT MAKES MUSIC FOR GAMES 
“MUSIC FOR GAMES"? 

Clint Bajakian, Bay Area Sound 
Department, Chuck Doud, 

Sony Computer Entertainment America, 
Jared Emerson-Johnson, 

Peter McConnell, Jack Wall 





NOBUO UEMATSU 





Q: Why do you 
consider that the 
FINAL FANTASY series is 
particularly famous for 
its music, more so than 
many other RPGs? 


I have no idea. If I knew 
the reason, I would be a 
millionaire now! Maybe it’s 
because of simple and plain 
melodies. 


COMPOSER, SMILE PLEASE / SQUARE ENIX 


Q: What’s your favorite 
progressive rock band? 


A: EL&P, Yes, Genesis, 
Camel, Focus, PFM—it’s 
impossible for me to choose 
only one! 


MARTY O’DONNELL 





(: What needs to 
happen to audio tools to 
make sound design in games 
easier and more efficient? 
What kind of tool would 

you like to see? 


We work with a set of 
proprietary audio tools 

that have made our work 

a lot easier. Any new tool 
needs to be intuitive and 
responsive within the game 
development engine itself. We 
need to be able to add, mix, 
and update sounds in real- 
time while hearing our work 
in the context of the final 
shipping platform. 


(): What advances in game 
players’ listening devices 
will make the biggest dif- 
ference to game audio over 
the next few years? 


High quality surround sound 
in a home theater setting will 


AUDIO DIRECTOR, BUNGIE STUDIOS 


continue to be the driving 
force behind making better 
audio for games. Surround 
sound headphones, and user 
chat systems are also going 
to make a big impact. 


Q: What are the all-time 
classic games in terms of 
sound design? 


MYST, ICO, REZ, and BEYOND 
GOOD AND EVIL. 


Q: What do current and fu- 
ture consoles allow in terms 
of technology for blending 
and better replaying game 
audio? 


More simultaneous voices, 
better codecs, real-time 
DSP, and optical outputs. 
Inside the game engine itself 
we need highly intelligent 
audio mixing code that will 
act like a real-time audio 
engineer. 


G.A.N.G 
ANNOUNCEMENTS 


The Game Audio Network Guild (G.A.N.G., 
wWww.audiogang.org) focuses on the advancement of 
interactive audio and the community surrounding it. 
G.A.N.G. is a non-profit organization established 

to educate the public about interactive audio. It 
provides information, instruction, resources, 
guidance and enlightenment not only to its members, 
but to content providers and listeners 

throughout the world. 


G.A.N.G. TOWN HALL MEETING 


MARCH 10 

LOCATION TBD 

2004 was an amazing year for the Game Audio Network 
Guild and the entire audio community. The officers and 
board of directors discuss the organization's accomplish- 
ments as well as what is currently in the works. They also 
take a look ahead to the future of the organization and 
discuss the launch of Phase III of their award winning 
website www.audiogang.org. This meeting is open to 
anyone interested in promoting excellence in interactive 
audio. G.A.N.G. and its 600+ members are already having 
a positive effect on the entire gaming community as well 
as students, non-professionals and the general public. 
Come by and find out why the organization is helping 

to change game audio for everyone. A question 


and answer period follows. 


2005 G.A.N.G. AWARDS 


MARCH 10, 8-10PM 
MOSCONE WEST, LEVEL 2 


The Game Audio Network Guild is having its 3rd annual 
awards show during GDC 2005. Details, specific location 
in Moscone West, and the time of the awards on Thursday 


will be posted soon. 
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ATTRACTING WOMEN INTO 
GAME DEVELOPMENT 


Michelle Sorger, S'Digital, Sande Chen 


CAN THE COST OF PRODUCT 
PIRACY BE MEASURED? 
Elliot Klugman, ECD Systems 


DEVELOPERS ARE FROM JUPITER, 
MARKETERS ARE FROM SATURN: 
LEARN THE SECRET CODES FOR 
WORKING WITH A MARKETING TEAM 


April Jones, Arctic Light 


EFFECTIVE DEVELOPER DEALS: 
THE DEVIL IN THE DETAILS 

Tom Buscaglia, 

T.H. Buscaglia & Associates 


FEEDBACK LOOPS: ASSUMPTIONS 
THAT MAKE A PERFORMANCE 
MANAGEMENT SYSTEM SUCCESSFUL 


Clarinda Merripen, Cyberlore Studios 


GLOBAL MOBILE GAMES: 

NEW BUSINESS MODELS, 

HIT GAMES AND MOBILE PEOPLE 
FROM AROUND THE PLANET 
David Collier, Namco 


HIRING PEOPLE FROM ABROAD: 
REAL WORLD EXAMPLES AND 
WINNING STRATEGIES 

Ron Rose, Rose Rix & Bennett 


Pe tes os 


BUSINESS & LEGAL SESSIONS 


HOW DEVELOPERS BUILD A BRAND 
FOR THEIR COMPANY AND GET MORE 
COVERAGE FOR THEIR TITLES 


Sue Bohle, The Bohle Company 


HOW TO RAISE VENTURE CAPITAL 
TO BUILD A GAME COMPANY 
John Welch, PlayFirst 


IP DEAL BREAKERS: 

THE FIVE INTELLECTUAL 
PROPERTY RIGHTS DEVELOPERS 
SHOULD NOT BARGAIN AWAY 
Stephen Rubin, 

Law Office of Stephen Rubin 


KEEPING THE WOLF FROM THE DOOR: 


STRATEGIES TO GET PAID 
FOR MILESTONES ON TIME 
Jim Charne, Law Offices James Charne 


ONLINE GAME ARCHITECTURE: 
BACK-END STRATEGIES 


Daniel Esbensen, Touch Technologies 


ONLINE GAMING IN CHINA: 
GETTING THE CHINESE CONSUMER 
TO PAY FOR SOFTWARE 

Adam Lang, 

Shanda Interactive Entertainment 


SIXTY-MINUTE MBA 
scott Corley, Red Mercury 


STATE OF THE MOBILE GAMES 
INDUSTRY, 2005 


Matt Bellows, GameSpot.com 


ALL STUDIOS FACE ENORMOUS BUSINESS CHALLENGES TODAY. 

The game industry is mitigating risk by basing a large proportion of new 
products on known licenses and sequels to popular games. Projects perceived 
as too weak to take to market are more likely to be killed during development. 
To create a business environment that supports the creation of innovative 
games, developers need both sound business strategies and outstanding tac- 
tical execution. The Business and Legal Track looks at the game development 


process from the standpoint of running the business and offers proven strat- 


egies for the developer who needs to understand complex business issues. 


THE BOTTOM LINE ON LICENSING 
Dan Rogers, BizDev 


THE DEATH OF 3-IN-A-ROW: 
A BRAVE NEW CASUAL GAME WORLD 
Joel Brodie, Yahoo! 


THE ECONOMICS OF A NEXT-GEN GAME 
Kathy Schoback, Infinium Labs 


THE NEGOTIATION 

Tom Buscaglia, 

T.H. Buscaglia & Associates, 
Barry Friedman, Fog Studios, 
Lee Jacobson, Midway 


THE PORTABLE REVOLUTION: 
HOW HANDHELD GAME 
DEVELOPERS CAN WIN 


Guha Bala & Karthik Bala, 
Vicarious Visions 


THE SIALE OF THE 
MOBILE GAMES INDUSTRY 
Derrick Morton, GameHouse 


WIELDING COPYRIGHT: 
AN INTRODUCTION TO IP 
PROTECTION FOR GAME DEVELOPERS 


S. Gregory Boyd, Kenyon and Kenyon 








Q: How does a 
development house keep 
deals with multiple 
publishers from interfering 
with one another? 


Ray: At BioWare we've had 
multiple projects signed 
with multiple publishers 

for a number of years now. 
Managing multiple teams 
can certainly be challeng- 
ing. It’s very important for 
independent developers who 
are working with more than 
one publisher to maintain 
confidentiality on all of their 
projects—information is 
Supplied on a need-to-know 
basis so publishers only get 
access to information on 
the projects which they are 
signed to publish. As well, 
we don’t play favorites with 
any of our projects—our 
core values at BioWare are 
focused on quality in our 
workplace and quality in 
our products, so one of our 
goals is to make each game 
we release better than the 
last. We really try our best 
to make each product we 
release the best possible 
game it can be. 


Q: How do you cope with 
game ideas that contradict 
pre-existing source mate- 
rial conventions? 


Greg: When working games 


developed from licensed ma- 
terial, it’s important to work 
closely with your publishing 
partners and the license 
holder to ensure that the 
resulting game meets their 
expectations of qual- 

ity. By sharing information 
frequently with the license 
owner and publisher—mak- 
ing them participants in the 
development process—it’s 
possible to get them to 
permit exceptions to the 
source material in some 
cases. Of course, developing 
a new IP doesn’t have any 
of these limitations—we’re 
very excited about the new 
IPs we're developing at 
BioWare now as a result: 
JADE EMPIRE, a martial arts 
action-RPG; DRAGON AGE, 
a PC fantasy RPG which is 
the spiritual successor to 
BALDUR'S GATE and NEVER- 
WINTER NIGHTS, and a third, 
as-yet-unannounced game. 


(J: How do you balance 
the business requirements 
of milestones and meeting 
target budgets and release 
dates with the need to per- 
fect compelling gameplay? 


Greg: This is definitely very 
challenging. Dates are im- 
portant, and so is quality. At 
BioWare our primary focus 
is on quality and if the qual- 
ity of our games requires 


additional time to develop 
them, we take it, while still 
preserving the quality of 
life for our employees. But 
at the same time we Strive 
to ensure that we meet the 
development milestones we 
have set for our products. 
We’re getting better each 
product with scheduling 
milestones and in the qual- 
ity of our titles, and our 
processes and systems con- 
tinue to improve each year. 


Q: How do you ensure the 
quality of life of your devel- 
opers? 


Ray: We believe that the 
philosophy used to make 
decisions at a company 
largely determines the end 
results. At BioWare we have 
two core values: quality in 
our products and quality in 
our workplace, in a context 
of humility and integrity. 
Greg and I talk about these 
core values all the time with 
the people we work with at 
BioWare, and we use these 
core values in all of our 
decisions as Joint CEOs. We 
try to balance the two core 
values in all of our deci- 
sions. We believe that focus- 
ing on these core values has 
allowed us to gather and re- 
tain a world class group of 
game developers, and these 
people— BioWare's smart, 


RAY MUZYKA, JOINT CEO AND CO-EXECUTIVE PRODUCER, BIOWARE CORP. 
GREG ZESCHUK, JOINT CEO AND CO-EXECUTIVE PRODUCER, BIOWARE CORP. 


creative, passionate and 
hard-working employees— 
have together built BioWare 
into a very successful inde- 
pendent developer. 


Greg: We were recently 
honored to be named as 
one of Canada’s Top 100 
Employers for the second 
year running, by Media- 
Corp/Maclean’s magazine, 
out of some 60,000 corpo- 
rate applicants from across 
Canada. We also have a very 
low voluntary turnover rate, 
of less than 3% annual- 
ized over ten years. We're 
always continuously trying 
to improve our processes 
and workplace, and the best 
ideas on how to improve 
always come from our great 
employees. 


Ray: The key to succeeding 
in an “intellectual capital’— 
driven industry like the video 
games business is retaining 
your talented employees. 

To ensure we preserve our 
organizational learning and 
knowledge from project to 
project, we try our best 

to continuously improve 

the quality of life for the 
smart, creative, passionate, 
hard-working employees at 
BioWare—it’s an honor for 
us to work with them. 
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PLETE INFORMATION 


AS A REFLECTION OF THE IGDA’S MISSION TO ADVOCATE FOR 












the industry, the sessions in this track address the most relevant topics 
affecting the developer community today: violence and social issues: 
preserving our past; gender inequities; business practices, and so forth. 
The IGDA track offers a means by which you can get involved as nearly all 


sessions are directly linked to committee work and outreach efforts. 
Attendees come away from the IGDA sessions empowered to make 


a difference within the game development community. 


QUALITY OF LIFE SUMMIT: 
AN IGDA THINK-TANK 


JASON DELLA ROCCA 
TUESDAY, MARCH 8, 2005, 10:00AM-6:00PM 


Last year's IGDA Quality of Life (QoL) white paper documented the long hours and 
pressures exerted on developers and the toll that these problems take on people and 
companies. There has to be a better way. This Summit explores the consequences of poor 
QoL and ways to improve. Content focuses on case studies of successfully implemented 


QoL practices and a discussion on how to overcome the issues preventing better QoL. 


Idea takeaway: The reality is that itis possible to be successful in the games industry, 
while enjoying a high quality of life. In addition to inspiration, practical tips and case 


studies for achieving better quality of life are presented. 


Intended audience and prerequisites: Developers, producers, managers, those involved in 
the human resources process, and anyone else who is interested in creating a more 


positive and productive working environment. 


O IGDA SESSIONS 


ACADEMIC INSIGHTS: 

WHAT RESEARCHERS CAN AND CAN'T 
TELL YOU ABOUT YOUR GAMES 

Edward Castronova, Indiana University, 
James Paul Gee, 

University of Wisconsin-Madison, 

Jesse Schell, Carnegie Mellon University, 
Constance Steinkuehler, Joystick101.org, 
Dmitri Williams, University of Illinois 

at Urbana-Champaign 


ACCESSIBLE GAME DESIGN: 
REACHING DISABLED GAMERS 
Michelle Hinn, 

University of Illinois, Urbana-Champaign 


AI INTERFACE STANDARDS: 

FIRST SPECIFICATIONS 

Alexander Nareyek, 

Cork Constraint Computation Centre, 
Cork/Ireland & Nathan Combs, 

BBN Technologies 


BETTER GAMES AND QUALITY 
OF LIFE IN 40 HOURS PER WEEK 
Hank Howie, Blue Fang Games 


BURNING DOWN THE HOUSE: 
GAME DEVELOPERS RANT 
Chris Hecker, definition six, 
Greg Costikyan, Brenda Laurel, 
Art Center College of Design, 
Eric Zimmerman, gameLab 


COUNTING WOMEN: THE DOLLARS 
AND CENTS BEHIND FEMALE GAMERS 
Mia Consalvo, Ohio University, 

Aleks Krotoski, University of Surrey, 
Clarinda Merripen, Cyberlore Studios, 
Shelley Olhava, IDC 

Richard Ow, The NPD Group 


DIVERSITY: THE INVISIBLE HURDLE 
Sheri Graner Ray, 

Sony Online Entertainment, 

Joseph Saulter, Entertainment 

Arts Research 


EDUCATION OF A GAME DESIGNER 
Katie Salen, Parsons School of Design 


HR WIZARDRY: PEOPLE 
MANAGEMENT IN THE GAME 
INDUSTRY 


Clarinda Merripen, Cyberlore Studios 


IGDA CHAPTER DEVELOPMENT 
Jason Della Rocca, IGDA 


INDIE POWER: 
CAN YOU MAKE A BETTER GAME? 


Christopher Williamson, 
DreamQuest Software 


LOOKING FOR THE HARD CORE 
OF GAME STUDIES 


Frans Mayra, Hypermedia Laboratory 


NONE DARE CALL IT CENSORSHIP 
Daniel Greenberg 


PRESERVING VIDEOGAME HISTORY: 
LOOKING FOR DATA 
IN SEVERAL WRONG PLACES 


Simon Carless, Gamasutra.com 


PRO ACTIVE: 


TACKLING PRODUCTION CHALLENGES 


Stuart Roch, Shiny Entertainment 


QUALITY ASSURANCE SIG: 
WHERE TO NEXT 


Sheri Pocilujko, Incredible Technologies 


QUALITY OF LIFE: BEST PRACTICES 
Francois Dominic Laramée 


THE STATE OF GAME 
INDUSTRY CREDITING 
John Feil, Microsoft, 

Dave Weinstein, Red Storm 
Entertainment 





IGDA ANNUAL MEETING 


THURSDAY, MARCH 10TH 


The International Game Developers Asso- 
ciation’s board of directors and executive 
management give developers a rundown of 
the association’s progress over the past 
year, as well as an indication of what’s in 
store for 2005. There is also a O&A period 
to get feedback and input from the com- 
munity, and new board candidates are pre- 
sented. The International Game Developers 
Association is a non-profit membership 
organization that advocates globally on 
issues related to digital game creation. The 
IGDA’s mission is to strengthen the inter- 
national game development community and 
effect change to benefit that community. 


See www.igda.org for further details. 


Ualllt 


DEVELOPErS 


cuore bie by: 
wane OQigda 


ATTEND THE 5TH ANNUAL 
GAME DEVELOPERS 
CHOICE AWARDS 


WEDNESDAY, MARCH 3, 6:30PM 
MOSCONE WEST, SAN FRANCISCO, CA 
Presented by IGDA, the Game Developers 
Choice Awards are the gaming industry's 
most prized honors. Transcending consum- 
er fads, they feature games and developers 
that are truly worthy of recognition. The 
recipients are chosen by those who know 
games best—their creators. All GDC 
attendees are welcome. 


Award nominations begin 
Monday, January 3, 2005. 


To learn more, visit www.igda.org/awards 
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2-DAY TUTORIAL 
MONDAY & TUESDAY MARCH 7 & 8 


- oe GAME DESIGN WORKSHOP 


Marc LeBlanc 


OVERVIEW This intensive two-day workshop explores the 
concept of tuning in game design. Through hands-on activities, 
group discussion, analysis, and critique, attendees immerse 
themselves in the iterative process of refining a game design 
and discover formal abstract design tools that help them think 
more clearly about their designs and make better games. 


MONDAY, MARCH 7, 2005 


/01 ADVANCED VISUAL EFFECTS 
WITH DIRECT3D 
Sim Dietrich, Richard Huddy, Jason Mitchell 


OVERVIEW Brought to you with the collaboration 

of the industry's leading hardware and software 
vendors, this day-long tutorial provides an in-depth 
look at the Direct3D technologies in DirectX 9 and how 
they can be applied to cutting-edge game graphics. 


Je CASUAL GAMES SUMMIT 
Steve Meretzky 


OVERVIEW A full day of examining casual games in depth. 
Aspects of design, art, production, and marketing are 
discussed. 


~O> AI LEARNING TECHNIQUES 
FOR COMPUTER GAMES 
John Laird & Michael van Lent 


OVERVIEW This tutorial presents core machine learning 
techniques from the AI research community, and how they 


can apply to all phases of AI development in computer games. 


.0¢ DIGITAL PAINTING WORKSHOP 


Donald Seegmiller 


OVERVIEW In this tuturial, beginning to intermediate 
artists learn to use at least two digital painting applications, 
as well as several of the techniques and methods involved. 


105 ISSUES AND IMPLEMENTATIONS 
IN MULTIPLAYER GAME DEVELOPMENT 
Daniel James, Victor Jimenez, Larry Mellon, 
Amy Phillips, Matt Pritchard, Dave Weinstein 


OVERVIEW This tutorial brings together experienced online 
game developers from the major gaming genres. Learn the 
abstract of what needs to be done in general, as well as 
concrete examples drawn from fielded games of what tends 
to work, and what does not. 


~05 THE WORKING GAME DESIGNER 
Noah Falstein 

OVERVIEW Game designers are essential for the development 
process. This session explores what they do on a day-to-day 
b ie ee . 








10 WHERE ARE YOU GOING WITH YOUR STUDIO? 


Frederick Fierst, David Grenewetzki, David Perry, Dan Rogers 


OVERVIEW Industry veterans discuss the issues that 
arise when an independent studio goes up for sale. 
When to sell, when to wait, and what will change once 
the stock changes hands. 


05 MAYA TUTORIAL 


OVERVIEW The art needs of next-generation games are 
especially demanding in terms of the much larger data sets 
for characters and levels. Participants in this tutorial learn 
best practices for rigging and animating using the comple- 
mentary strengths of Alias MotionBuilder, Maya and other 
3D tools. Workflows for both motion-capture and keyframe 
animation are presented. Participants will get an in-depth 
look at best practices and new tools for modeling, textur- 
ing and laying out large numbers of props in Maya. Game 
developers provide production examples. 


TUESDAY, MARCH 8, 2005 


--. NEXT GENERATION RENDERING 
WITH OPENGL 

Cass Everitt, Evan Hart, Mark Harris, 
Simon Green, Bill Licea-Kane 


OVERVIEW Brought to you with the collaboration of the 
industry's leading graphics hardware vendors, this 
day-long tutorial provides an in-depth look at the latest 
technologies in OpenGL, and how they can be applied to 
next generation game graphics. 


-U< DO-IT-YOURSELF USABILITY: 

A CRASH COURSE ON USER-TESTING 
Mark Burdick, John Davis, Tom Lorusso, 
Marcos Nunes-Ueno, Ramon Romero 


OVERVIEW A tutorial on the methods needed to 
administrate an effective usability study, and how to utilize 
the results in a development environment. 


~~. COMPOSITION & SEQUENTIAL 
STORYTELLING: USING FILM 
LANGUAGE FOR FMV SEQUENCES 


Justin Evans 


OVERVIEW This full-day tutorial demystifies the full motion 
video production process, and discusses how storyboarding, 
animatics, camera angles and more can help to create 
emotion in a scene. 


- 4 CREATIVITY BOOT CAMP 2005 
Paul Schuytema 


OVERVIEW A rigorous, high-impact exercise session for your 
brain. A full day of intellectual exploration that should leave 
you with the tools necessary to get those creative juices 
flowing on-demand. 









PRACTICAL JAVA 
GAME DEVELOPMENT 
Dustin Clingman, Shawn Kendall, Syrus Mesdaghi 


OVERVIEW This lecture introduces attendees to the 
latest advances in game development on the Java 
platform. Topics include 3D graphics programming, 
high performance audio rendering, as well as a number 
of tips and tricks for developers leveraging Java in 
Current production. 


NEGOTIATING YOUR GAME DEVELOPMENT 
DEAL IN A PLAYSTATION 3 WORLD 
Jim Charne, Dan O'Connell Offner, 
David S Rosenbaum 


Ove v=.) A broad overview of the publisher/developer 
relationship and negotiation process. 


QUALITY OF LIFE SUMMIT: 
AN IGDA THINK-TANK 


Jason Della Rocca 


OVERVIEW There has to be a better way. This Summit 
explores the consequences of poor Quality of Life 

and ways to improve. Content focuses on case 
studies of successfully implemented QoL practices 
and a discussion on how to overcome the issues 
preventing better QoL. 


ESSENTIAL MATH FOR PHYSICS 
PROGRAMMERS 


Jason Clark, Marg Singer, Jim Van Verth 


JERVIEW This tutorial deepens the approach of the 
previous years’ Essential Math for Games Programmers, 
by focusing in on this topic of physical simulation. It, like 
the previous tutorial, provides a toolbox of techniques for 
programmers interested in creating physics engines, with 


references and links for those looking for more information. 


3DS MAX 7 TUTORIAL 


OVERVIEW Developers and artists explain their techniques 
in areas Such as modeling, normal mapping, rigging and 
animation, covering all key aspects of 3D Studio Max that 
relate to game development. 


AUDIO BOOT CAMP 
Dave Ranyard & Scott Selfon 


OVERVIEW A full-day tutorial to teach the tools and 
techniques of game audio, including 5.1 surround, effect 
manipulation, and interactive scoring, the audio production 
pipeline, basic sound terminology, audio resource 
management techniques and tradeoffs, the use of 
multichannel Surround sound in games, dialog production, 
non-linear audio, and an introduction to some of the 
platform-specific audio tools. 











FULL DAY SPONSORED TUTORIAL 


@ Alias 


CLOSING THE GAP: 
BRINGING THE AUTHORING AND 
ON-TARGET REALMS TOGETHER 


Whether you use proprietary or third party game engines, 


it’s vital to close the gap between the authoring and on 


target environments. The gap is one of the workflow areas 
where there is substantial potential to increase the rate of 


iterations, improve fidelity and thus improve game graphics. 


This tutomal explores several areas for potential improve- 
ment. For example, the middleware solution for animation 
from Alias, HumanlIk, is presented. In a series of presenta- 
tions by Alias experts and game developers, participants 
gain insights into the process of integrating HumanIK into 
game engines, and of providing host-target links to an au- 
thoring environment such as Alias MotionBuilder. 


MICROSOFT GAME DEVELOPER DAY 


Micresoft: 


Come to the Microsoft Game Developer Day and get 
the most out of current-generation Windows and 
Xbox platforms and start preparing for the future with: 


» The latest development, debugging and performance tools 
for developing Windows and Xbox titles 


* Best practices and performance tips for Windows 
and Xbox 


» Production tools and tips for shader development using 
Microsoft's High Level Shader Language (HLSL) 


= Production tools and tips for Artists and Sound 
Designers 


= Push the limits of 3D graphics with DirectX 9 and get 
a glimpse into the future of 3D graphics with 
Windows Graphics Foundation 









ames, movies and demos 

ising ATI graphics — 

echnology. These sessions 

2 1 include presentations 

on ATI's latest developer 
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techniques used by the 
demo team and advanced 
DirectX9 and OpenGL 2.0 
API hints & tips. 
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CREATIVE PIPELINE 


Today’s pipelines are 
complex. Learn how Avid's 
open and flexible toolset 
simplifies your pipeline by 
integrating with numerous 
game development tools. 
See how to extend that 
integrated pipeline to 
remote development 

sites using Alienbrain; 

or share your pipeline 
with consumers using the 












Discreet will offer a series 


: of 3DS Max advanced 


training classes at the 
Game Developer 
Conference. Taught by 
industry experts, these 
sessions will cover a range 
of topics including rigging 
artist friendly characters, 
game level design and 
modeling for games. 

Don’t miss the tips and 
tricks for 3DS Max 7. 
Seating is limited. Sign up 
early. Check discreet.com 
for updates starting in 
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Micresoft: 
MICROSOFT GAME 


DEVELOPER HANDS-ON 
WORKSHOPS 


Get SCHOOLED! Take 
advantage of Microsoft's 
free Hands-On 
Workshops at GDC. 
Everyone will benefit from 
attending one or more of 
these three hands-on 
workshops covering 

the XNA audio content 
creation tool XACT, 
next-generation 

graphics using Microsoft's 
programmable shader 


GAVVIDIA. 
NVIDIA SPONSORED DAY 


Presented by the NVIDIA 
Developer Technology 
Engineers. 


FOR MORE 
INFORMATION 
ON SPONSORED 
SESSIONS Visi? 











Softimage|XSI Mod Tool. 


More details at 


www.GDConf.com. 


February 2005. 


language (HLSL) and 
hands-on performance 
tuning from the creators 
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of DirectX using PIX and 
other tools. 


SPONSORED SESSIONS 


ALIAS 

From Your 3D Tool to Alias MotionBuild- 
er and Back Again: Best Practices for 
Best Results 


Getting the Most Out of Your Motion 
Capture Data with Alias MotionBuilder 6 


New Tools & Tips for Maximizing Maya 
Performance with Massive Levels 


ANARK 

Reducing the Cost of Creating 
Serious Games 

=eott Collins 


CREATIVE LABS 


EAX 5.0: A Comprehensive Overview 
Jean-Marc Jot 


Case Study: Integrating EAX 
into Modern Gaming Engines 
Carlo Vogelsang 


Audio Tools for Next-Generation 
Platforms 
Keith Charley & Mike Clarke 


No Compromise Cross-Platform Audio 
APIs for the Next Generation 
Garin Hiebert & Nathan Charles 


DOLBY LABORATORIES 
The Joy of Mixing: 

Recipes for Surround Success 
John Griffin, Matthew Tullis, 
Valerio Faggioni 


DIGIPEN 

The DigiPen Video Game Curriculum: 
From the Game to the Classroom 
Claude Comair 


Meeting the Challenges 
of Game Art Production 
Claude Comair 


DTS 

Analog Surround: Good Enough 
For Your Future Games? 

Ted Laverty 


INTEL 
Accelerating Multi-Threaded Game 
Development with Intel Threading Tools 


3D Game Development 
for Handheld Devices 


Introduction to the Universal 3D (U3D) 
Open Standard Format 
Jeffrey A. Williams 


The Changing Face of the PC Platform 
Kim Pallister 


Online 3D Game Development 

for Cellular Phones 

Real-life Case Studies in Multi-thread- 
ing Game Applications for Performance 


Dean Macri, Leigh Davies 


Real-life Case Studies in Optimizing 
Games for Intel GMA Graphics 
Adam Lake 


OpenGL ES Game Development 
for Intel XScale Platforms 
Michael Finkel, Sarita Main 


METROWORKS 


Tools for the Gaming Platform 
Roger Edgar 


MICROSOFT 
PIX (Performance Investigator for Xbox) 
Demonstration 
Bruce Dawson 


NOKIA 
Developing Connected Games 
for Mobile Platforms 


Making Games for N-Gage: 
The Developer Program and Support 


Online Game and Community 
Technology from Nokia 


NOVODEX 

Advanced Physics for Next Generation 
Gaming Platforms 

Adam Moravanszky 


TRYMEDIA 
Advertising and PC Games: 
A Look Into the Future 


Inside the Hacker Mind 
Andres Torrubia 


PC and Mobile Game Development 
Crossover 


Video Games and Pornography: 
Does Sex Hurt or Help the Industry? 
Gabe Zichermann 


SONY COMPUTER 
ENTERTAINMENT AMERICA 
COLLADA 

Remi Arnaud 


SONY ERICSSON 

MOBILE GAME DEVELOPMENT 
WITH JAVA 3D 

Mikael Nerde, Sony Ericsson & 
Ralph Barbagallo, Flarb LLC 
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in one venue, enabling creative innovation and technic 


development. 


EXHIBITOR LIST as of 12/3/04 


@Last Software, Inc. 
3Dconnexion 

Absolute Quality, Inc. 
Academy of Art University 
Activision, Inc. 

AK Peters 

Alias 

Alliance NumeriQC 
Alienbrain (Avid Computer Graphics) 
AMD 

Anark Corporation 

APM Music 


Art Institutes International—San 
Francisco 


Atari 

ATI Technologies Inc. 
Avid Computer Graphics 
Backbone Entertainment 
Bionatics 

BioWare Corp. 

Blizzard Entertainment 
Cartoon Networks 


Cerro Coso College Game Design 
Program 


Character Animation Technologies Ltd. 


Charles River Media 
Climax Group 
Conitec Data Systems 


Conn Artist Music Group/Brand Loyal 
Entertainment 


Course PTR 

Creative Labs 

CRI Middleware Co., Ltd. 
Criterion Software Limited 
Cryptic Studios, Inc. 
Datascope Recruitment 
DigiPen Institue of Technology 
Digital Artist Management 
Digital Theater Systems (DTS) 
Discreet, a division of Autodesk 
Dolby Labs Licensing Corporation 
Epic Games, Inc. 


oes ee 


Enzyme 


Ex’pression College 
for Digital Arts 


Falanx Nedre Microsystems 
Fathammer 

Firelight Technologies 

Fonix 

Game Instinct/Testing Testing 1-2-3 
GarageGames 

Genemation 

Havok 

IBM Digital Media 

ICTV 

IGN Entertainment/Gamespy 
Image Metrics PLC 
Ingenion, LLC 

In-Fusio 

Intel 

IT GlobalSecure Inc. 

ITT Technical Institute ITT 
Logitech, Inc. 

Lucas Arts 
Mary-Margaret.com Inc 
MAXON Computer, Inc. 
Metrowerks 

Microboards Technology 
Microsoft DirectX 

Microsoft Xbox 


Midway Amusement 
Games, LLC 


Mok3 Incorporated 

Morgan Kaufmann Publishers 
Motorola 

NaturalMotion Ltd 

N-Gage Nokia 

Nintendo of America, Inc. 
Novodex 

Numerical Design Limited (NDL) 
NVIDIA 

NxN Software Inc 

Oddworld Inhabitants, Inc. 
Parasoart Core. 










PeachPit/New Riders 

Perforce Software 

Polhemus 

Premier Search Inc 

Protexis Inc. 

Quazal 

RAD Game Tools, Inc. 

Radical Entertainment 

Rainbow Studios 

RealNetworks, Inc. 

Red Storm Entertainment 

Relic Entertainment 

S3 Graphics 

Sammy Studios 

Savannah College of Art & Design 
Seapine Software, Inc. 

SN Systems Ltd. 

Softimage (Avid Computer Graphics) 
Solid Modeling Solutions 


Sony Computer Entertainment of 
America 


Sony Ericsson Mobile Communications 
Sony Online Entertainment 
Speed Tree/IDV 

Stottler Henke Associates, Inc. 
Sun Microsystems 

Tapwave 

Tech Excel 

THQ 

Tooned In, Inc. 

Trymedia Systems 

University of Central Florida 
Vancouver Film School 
Vicarious Visions 

Virtools 

Wacom 

XGI Technology, Inc. 

Xtreme Strategy Games, LLC 
Zango 
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GAME DEVELOPERS 
CHOICE AWARDS 


March 9, 2005 


Grand Ballroom, 
Moscone West 


Every art form has a forum 
for recognizing its greatest 
achievements. Hollywood 
has the Oscars, music had 
the Grammys, and we have 
the Game Developers Choice 
Awards. 


Join us at the 5th Annual 
Game Developers Choice 
Awards to recognize the 
industry’s greatest achieve- 
ments. The Choice Awards 
honor the game creators 
who have most inspired 
their peers, provide a public 
voice for the community 
regarding the game titles 
developers respect most, 
and recognize games that 
deserve the attention of the 
public. 


All GDC attendees 
are welcome. 


Presented by: 


Oigda 


Platinum Sponsor: 


GA NVIDIA. 


Gold Sponsor: 


discreet’ 


INDEPENDENT 
GAMES FESTIVAL 





INDEPENDENT GAMES 
FESTIVAL 


March 7-9, 2005 


Expo Floor & Grand 
Ballroom, Moscone West 


The IGF is the longest run- 
ning and most respected 
independent gaming event 
in the industry. At GDC 
2005 you not only get to 
play the best independent 
games of the year at the 
IGF Pavilion, but also attend 
the IGF Awards Ceremony 
on Wednesday, March 9. 
Past winners have gone on 
to carve out positions for 
themselves as major innova- 
tors and influencers in the 
game industry. 


Platinum Sponsor: 


= >ppyd)2?2?»?? 


Gold Sponsor: 


Micresoft: 


Media Sponsors: 








GDC EXPO BOOTH CRAWL 
March 9, 2005 


Expo Floor, Moscone West 


Explore the expo floor and 
savor a refreshing beverage 
while seeking out informa- 
tion on the latest innova- 
tions presented at the GDC 
Expo. Chat with company 
experts in a more relaxed 
atmosphere, and get your 
questions answered as 
you snack on happy hour 
goodies and catch up with 
technology—and friends. 













FOR COMPLETE INFORMATION ON GDC 2005 SESSIONS AND SPEAKERS, WWW.GDCONF.COM 


GAME CONNECTION 
March 7-8, 2005 
Hotel Nikko 


Game Connection 

provides game developers 
an opportunity to efficiently 
show game concepts and 
development capabilities 

to the leading international 
publishers while attend- 
ing the Game Developers 
Conference. Publishers 
can maximize their time by 
examining more projects in 
one location and at one time 
than in months of work 

and prospecting, and 
discover innovative original 
content from development 
studios they may not even 
be aware of. 





GAME THEATRE 
March 9-11, 2005 


Moscone West 


The Game Theatre will fea- 
ture a variety of video con- 
tent including the clips from 
the Game Developers Choice 
Awards nominated games, a 
selection of lectures, panels, 
and keynotes from GDC 
2005, and syndicated gam- 
ing programming from lead- 
ing broadcast providers. 
Pull up a chair, have some 
popcorn, and check it out. 





gamedev.net 
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GameDevelopers 


Conference 
600 Harrison Street : San Francisco, CA 94107 -: USA 


Priority Code: CIGDMS 


Conference: March 7-11, 2005 
Expo: March 9-11, 2005 
San Francisco, CA 


Register by February 9, 2005 at www.gdconf.com 
to save up to 30% on GDC 2005 Conference Passes 





Pass options 


Enter to Win an iPod mini!* Register online using the priority code al 


| you will automatically be entered to win an iPod mini! 


Features 


* Access to any of the over 300+ lectures, panels, roundtables & keynotes 


your adaress al 


Classic Pass 


On or after 


Early Registration 


by February 9, 2005 


February 10, 2005 














M f W THI - GDC Expo - Breakfast & lunch $825 
‘ ¢ * Online Conference Proceedings - All events & parties $1350 
O OO 68 @ ®@ - GDC Expo Booth Crawl Save $525 
Ginn Baws - All the benefits of the Classic & Tutorials-Only passes 
g . ; - Access to any of the over 300+ lectures, panels, roundtables & keynotes $1250 
M | W TH F - Access to any tutorial - Access to the Serious Games Summit S1750 
és e@ @ e@ ® - GDC Expo & Booth Crawl - Breakfast & lunch Save $500 
- Online Conference Proceedings - All events & parties 
- All the benefits of the Classic, Mobile & Tutorials-Only passes 
VIP Pass * Access to any of the over 300+ lectures, panels, roundtables & keynotes 
M ‘ W TH EF - Access to any tutorial - GDC Mobile Conference $1575 61975 
| - Access to Serious Games Summit - Online Conference Proceedings Save $400 
e@eee°®e - GDC Expo - Breakfast & lunch 
- All events & parties - GDC Expo Booth Crawl 
Mobile Plus Pass - All the benefits of the Classic and Mobile passes 
- Access to any of the over 300+ lectures, panels, roundtables & keynotes $1095 
M T W TH F - GDC Mobile Conference - Online Conference Proceedings $1595 
* GOC Expo - Breakfast & Junch 
eoeeee - All events & parties - GDC Expo Booth Crawl Save $500 
eanuaea Pass 7 - GDC Mobile Conference « GDC Expo $695 
M | W H - Breakfast & lunch (Mon & Tues) - GDC Expo Booth Crawl $895 
e@eee°®e - All events & parties Save $200 
Audio Plus Pass - Audio tutorial - Audio Track lectures, panels & keynote 
mT «Ve Fe & - GDC Expo - Breakfast & lunch $625 
- - Online Conference Proceedings - All events & parties $725 
Oo @ 868208 ®@ - GDC Expo Booth Crawl Save $100 
Audio Pass - Audio Track lectures, panels & keynote 
M i) W TH F “GOL Expa * Breakfast & lunch $550 $675 
- Online Conference Proceedings - All events & parties 
O OC 8 @ @ - GDC Expo Booth Crawl Save $125 
Tutorials Only Pass - Access to any tutorial - Access to the Serious Games Summit $550 
M { Ww OTR oP - GDC Expo - Breakfast & lunch $675 
e@ @ eee - All events & parties - GDC Expo Booth Crawl Save $125 
Expo Pass - GDC Expo 
yw € W TH F - At least four introductory classes (see www.gdconf.com for details) $150 $195 
OO 68e¢6®@ - All events & parties - GDC Expo Booth Crawl Save $45 


Travel 


For GDC hotel reservations, airfare and car rental discounts go to www.gdconf.com/travel/ 


*NO PURCHASE NECESSARY. VOID WHERE PROHIBITED. MUST BE 18 YEARS OR OLDER TO ATTEND CONFERENCE AND ENTER CONTEST. SEE OFFICIAL RULES FOR DETAILS AT WWW.GDCONE.COM. 


